REGULARS 



The latest news Including a preview of Boom 10 — 
the next game from Tau Ceti author, Pete Cooke. 




Hi-Score IS 

Are you one of the best?. 

Sports Hsvlews 17 

Football, Golf, Wrestling and Kung Fu are just 
some of this month's sporting action. 

Coln-op Connection 30 

Quartet and Super Sprint are this month’s 
featured machines. 

PBM Update 32 

The latest In play by mall gaming. 

Arcade Reviews 63 

More action for Joystick Junkiea 

Dungeon Dressing 88 

How to write paper and pencil adventures. 

Rnimnniilln "Rai d 86 

This month's Heroic Warrior adventure. 

Adventure Reviews 92 

More adventures to mangle your mind. 
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FEATURES 



Biggies 10 

Do you want to be a hero? 

Wargames 21 

A roundup of the best in computer wargaming. 



A new game from a new company. We put both to 
the test. 




Budget Software Bonanza 39 

20 page budget special featuring the budget col- 
lection, budget adventures, compilations and a 
buyers guide of over 100 games. 

The Price of Magilt 90 

The long awaited follow up to Red Moon. 



OFFERS 



4th of July competition 14 

Celebrate American Independence Day with US 
Gold. 

Readers Club 34 

Join the new improved readers club. 

Budget Bonanza Competition 4B 



You oould win abundle of software for your micro. 



PROGRAMS 



Cridcet/064 72 

Alphabet Chase/BBC 77 

Mechanic Mike/BBC 80 



Cricket/C64 72 

Alphabet Chase/BBC 77 

Mechanic Mike/BBC 80 
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/ AHfiL WHAT A LMVERlj DA 1 /.... FOK A WALK 70 TfiL SHOPS.. 

nr - I Jrri ff = 



A fiER£ WE. ARJLI 



/ OH NO! NOT HIM A^A/N T 



.OK SO THE STOW Q0E3-WL THINK! 



Gremlin Graphics Software Ltd., 
Alpha House. 10 Carver Street, 
Sheffield SI 4FS. Tel: (0742) 753423. 
Telex No: 547274 
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FIRST CLASS PROGRAMMERS 



in the fields of 

SOFTWARE DEVELOPMENT 
PROGRAM TRANSLATION 
GAMES DESIGN 

Expansion in all the Group's activities 
requires constant HIGH QUALITY SOFTWARE 
and we now 

URGENTLY REQUIRE 

products for AutumnAMnter 1986. 

If you would like to work with the Best for 
Maximum Reward either Directly or on a 
Freelance Basis contact in confidence: 
Software Development Manager 

locecnl 

6 Central Street, Manchester M2 5NS. 

Tel: 061 832 6633Telex: 669977 
Completed programs also wanted for: 
SPECTRUM • AMSTRAD • COMMODORE 64 ■ Cl 6 
ATARI • BBC and ELECTRON Micros 
Cash or Royalty Payments • Immediate Decision 

CONTACT US TODAY! 
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SUBSCRIPTIONS 



__ 



DON’T MISS OUT! I 



Now that you have read this Issue of 
Computer Gamer and you know how 
Interesting and Invaluable it Is, wouldn’t It be 
a crime to run the risk of missing a single 
thrilling issue? 



Well, you don’t have to! 

If you order a subscription to Computer Gamer 
you will be assured of receiving every issue 
through your letter box each month without 
the worry involved in rushing to your local 
newsagent before all your friends have nabb- 
ed the available copies. 

Simply fill in the coupon and send it in with 
your remittance and sit back and wait for 
thrills and excitement to come directly to you! 



Subscription Order Form 
Cut out and send to: 
Computer Gamer 
Infonet Ltd., 

Times House, 

179 The Marlowes, 

Hemel Hempstead, 

Herts. HP1 IBB. 







£16.60 for 12 issues UK □ 

£21.50 for 12 issues overseas surface postD 
£28.00 for 12 issues USA surface post □ 
£57.00 for 12 issues airmail □ 

I am enclosing my (delete as necessry) 
cheque /Postal Order / International Money 

Order for £ 

(made payable to ASP Ltd) 

Q 



Debit my Access □ 

f I I I I I I I I 



Barclay card □ « 



Please commence my subscription with the 
very next issue. 

Subscription Bates 
(tick □ as appropriate) 



CUT PRICE SOFTWARE 










Mike McGarry rounds 
up the latest in 
Play By Mail gaming 



nil mm 




Bound only by the imagination of its ptayets. 

The gome of fantasy, ambition. 
«^^diplomocy and conque^^. 




lAIVBNTUME 




COMPUTER GAMER JULY 1986 





Here at last is the all new improved 
Gamer reader’s club 
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DYNAMITE DAN II 

Dynamite Dan's back- and how! There's 200 screens' 
of challenging gameplay, simply crawling with 
iptelligent aliens out to trap you, to keep you on your 
toes (which will be tapping like mad to the amazing 
music, too!) 

Spectrum £7.95 tape 



ACTION REFLEX 

The brand-new, all action, Medusa label 
launches out with a real smasher! It's a frantic, 
multilevel Beat the clock ball game - and 
where did yousee that red-and-white 
chequered ball before 7 
Spectrum £7.95tape 



STRIKE FORCE HARRIER 

Fly by the seat of your pants arthe controls of the 
Harrier, one of the world's most exciting combat 
aircraft. But beware of enemy ground and air attack as 
you battle your way to your ultimate target. 

Spectnun • Amstrad CPC • BBC/Electron £9.95 tape 
BBCdisk£12.95-Amstraddisk£14.95 



Purnell Book Centre, Paulton, Bristol BS18 5LQ Tel: (0261) 413301 












■B-B'6-BO^flD To BE 

"10 levels of fun make this torture excellent value 
for money. Nova rating. Definitely one of those 
'just another go' games. Game of the month 
February" - Computer Gamer 
"The most compulsive game I've ever 
played. If you don't buy it you'll never 
know what you've missed." says Gary 
Penn. Zzap! 64. Gold Medal Award. 

97% overall. 

CBM 64/128 SPECTRUM 48K 

£ 9.95 £795 

AMSTRAD MSX 



hh\\ 






a fraction of the normal price. 

Budget Adventures 43 

we round up the best in cut price adventuring. 

Budget Bonanza Competition 48 

Tell us your favourite budget games and you 
could win a bundle of software for your micro. 



That’s the message from the soft- 
ware houses as the great budget 
bandwagon gets off to a flying start. 

CONTENTS 





BUDGET BONANZA 




•Budget 
r* News- 



Value for money! 

e of the Here's proof that budget 
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BUDGET ADVENTURES 








Mikie — he enrages 
L the teaches and 
Inraptures the girls! 
Hisknock-out frantic 
®fun loving plays 
t havoc in the 
ilassroom, the locker 
I room and the 
feafeteria. This high 
L school high-jinx 
features “Hip-Zap”, 
■Door Attack’ and 
' crazy pie fights buyj 
can he hand his lovtf 
Btter to his girlfrienc® 



SPECTRl 






I Expect the 
k unexpected and - 

jFIGHT for your LIFE 
- Jn this all-action E 

arcade chart-topper. | 
Master the ten moves * 
land you may just - 
I survive the deadly I 
■•exponents of the | 

Lmartial arts only to | 
|meet them again in - 
the Temple. You must 
beware of your 
l enemies and their St 
individual 

weapons . . . they'rt^L 
apt immortal but thedH 
I: neither are vofif^P 



If you think y< tan 
talk your way tof 
Ouble, bewar 
you may bets ng 
you way int ! 
Interactive b( lie 
speech adi » 
lirther dimen ntc 
the superb > 

| graphics of s 
arcade stylet Her 
adventurt 
Gangsters ( iej| 
underworld el 
sizing you upfrai 
hit’. There is oft git 
who can helpjfrQU 
can find 



SPECTRUM 



*** 



COMMODORE 64 



AMSTRA D 



AMSTRAD 



FiREYO 






Play head to head or 
igainst the computer 
this, Konami’s first 
apd best table tennis 
sfrnulation. Just like 
the arcade original 
the 3D graphics and 
Maying features such 
as the Back-Spin, 
UFbrehand Smash, 
Bp-Spin, Back-Hand 

r-Rfitnrn and manv 



'lay Green Beret and 
you’ll get some idea 
of what this crack 
jommando core is all 
| about. You area 
highly trained 
iombat machine, you 
fear no man. You 
[ must succeed 
against 

immeasurable odds 
’ to infiltrate all four jj 
enemy strategic ^ 
lefence installation 
.You are a markeoL 
man . . . will your® 
Penemy feel yourJfl 
mark!, 



you can 
lyoutof 
are , . ■ 
i talking 
nto it! 
bubble 
ddsa 
snsion to 
rb 30 
of this 
a thriller 
jre. 

; of the . 
Id are Jj 
jpfofaiJ 
ioneofl 
Ip if 'totg 



teturn and many 



Ur^ypur lightnina 
keflexes and skillc 
Ctbuch and timing 



SPECTRUM 



SPECTRUM 



AMSTRAD 



R IMAGINATION! 



Screen shots taken from various computer formats 








EEMELIjE 



Have you ever wanted to tell us exactly what you t.hink- 
about Gamer? Do you like the reviews, the features, the 
cartoons, the listings? Or wouldyou prefer us to cover other 
things instead? 

Now here’s your chance to tell us exactly what you like, 
dislike and want from your favourite Games magazine. 

All you have to do is answer the questions then pullout 
these four pages that fold into a postage paid envelope and 
send it to us as soon as possible. Remember you don't need a 
stamp as we will pay the postage. 

Your answers will of course be treated with the strictest 
confidence but we will act on them. You can be sure of that. 

Tony Hetherington (Editor) 
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Computer Gamer Readership Survey 



□ Read through all features and reviews 

□ Read through some features and reviews 

□ Just read the occasional feature or review 

□ Very rarely/never read features or reviews 



News 


0 


0 


0 


0 


□ 


In depth reviews 


0 


0 


0 


0 


0 


nomiwMMoe. 


O 


o 


0 


0 


0 


Hl-score 


0 


o 


□ 


0 


0 


PBM Update 


□ 


o 


o 


0 


0 


Trolls Tavern 


□ 


0 


0 


0 


o 


Dungeon Dressing 


0 


0 


o 


□ 


o 


Coln-op Connection 


0 


o 


0 


o 


□ 


Reviews 


0 


o 


0 


0 


□ 


Program listings 


□ 


0 


□ 


0 


o 


Canoon strips 


□ 


o 


0 


0 


0 


□ Head or look through most of the 








0 Read or look through Borne of the 








0 Very rarely/ne\ 




. theadv 









Very useful 


0 


0 


Useful 


0 


0 


Mot vary useful 


0 


o 


Not at all useful 


0 


0 



□ Regularly 

□ Occasionally 

□ Never 



sr bought a game after reading an advertisement in Gamer? 



as the last item you purchased this way and 



6, Would you like an advertiser's index? 
Yes 0 □ 




3. How many Issues of Computer Gamer have you read? I 

□ All of them ( 16) 

□ 10 and over 

0" Between 5 619 

3. Do you keep your copies of Computer Gamer fbn I 

CD One month 

□ £ 



0 Ayearormore? 

IP KEPT, PLEASE ANSWER THE NEXT QUESTION 
10. How often do you refer to back Issues of Gamer? 

CD About once a month 

□ Onoe every three months 

□ Less often 

refer to baok Issues 



12. Are you In fiftl time employment? pk 



□ Over £11,680 

□ From £7,480 to £9,340 

□ From £5,91 Soto £7,470 
0 From^S, 780 to £5,970 

□ £5;770 or lees 



□ Under £200 

□ From £200 to £300 

□ From £300 to £400 

□ From £400 to £600 
0 C 



computer do you on 



□ Ateri 

0 Commodore 6 

□ Spectrum r 
0 Sinclair QL 

0 Electron 
CD Einstein 



0 Amstrad 

0C 
0 , 

0 I 

0 Other (Whloh?) 
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□ Disk Drive (micro drive etc.) 

□ rrhusr 

17. Wliat types of games do you enjoy piloting? 

□ Arcade 0 Adventure 0 Sports 

□ Strategy ( board, card, wargames) 0 Coin-op mi 

□ Hay tjy mall 



imber of the readers C 



i program listings? 



□ l 

□ * 

□ d 

19. Do you type In th 

□ Every month 

0 Sometimes 

□ 

a* 



SO. How many games do you buy inayear? 
0 SO or more 

0 1S-S0 

0 10— IB 
O B — 10 



0 Always 

0 Mostly 

01 Sometlmei 
0 Never 



0”" Zzap64 
23. Are you ay 

Q^es 
0 No 



Computer magazines do you read regularly? 
O' Your Computer 0 Crash 
• 0 Sinclair User 0 Other (Which?) 

Crn'(vvcclc/'< 

e of Computer Gamer's scheduled publication day? 



m S3 is yes, do you attempt to purchase 



0 Yea 

0 No 

35. Do you normally obtain your copy by; 
0 Chance purchase 
0 Newsagent home delivery 
0 Newsagent shop collection 

[0 Subscription 



0 Subscription too expensive? 

□ Not every Issue received? 

01 Have subscribed previously but lapsed? 



] High Street Shop 



□ 

0 Oomer shop 



point (station etc) 



t 



about Computer Gamer? 



Address ..< 



4^' 

?. Y<*V < 5 St>, -.tv 
Martial Status '> 



a89e.T»f>(y 
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IMI - C 

£ 2:99 






Tony Hethertngton picks the best 
budget games. 
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ations - 





VIC-20 has bean graced with th> 
collected works of Llomasoft's 
Jeff Mlnter. Tile VIC was the Bret 






andJBffs 



fak’s progress foi 
i a different aspe 



If the legal wrangles c 
Christian Urquhart or 



by the Berks Trilogy for 
Commodore C16 and Plus 4. 



prime example Is the ‘10 Pack' 
BUM raU^onffom Automata 

himself that thewhaclS s«u!e<if 

wide rangeof programs 1 
majority involving aread 



i the future of 

isw aspect of the 
ir the dawning of a 



Think about it By reducing the 
cost of a game the profit per 
cassette Is reduced accordingly, 
the lower price now places the 
game in the pooket money 
bracket and will probably sell 
largsrprofltforthe oomparry. 

Alligata. OS Gold, firebird, the 
'--i starting thslr 



M Someaj 






sgood despite this, 



lore and more of the MSX Utles 
re yp wr jng at low prices from 



ketlng strategy In necessary. The 
low cost labels have also given 
rise to one of the worst puns in 
ths industry. Alligata have called 



Legendary games of the past 
are still great fun to play but very 
hard to find In the early days of 



Position and Dig-Dug (Wot, N 
Invaders?) There is still a lot c 
enjoyment Involved in ths littl 
bunch and the games go dowi 
great with friends who are nev 



Perhaps well soon see a mega- 
— ■— including Ping-Pong 
•ickout, Dogfight and 



Tennis, Brlckout, 

all the other old oh 

historical document of the 



with done equivalents for all the 
major computers. The games are 
varied in their styles and easy to 






on proves 
n the old 



# 1 / 
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£2 \ 
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Argus Press Software Group Liberty House 222 Regent Street LON DON W1R7DB 01-439 0666 

For mail order and Byte me T-shirts (small, med, large: £3) 
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REVIEWS 
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MORE NEWS FROM LLAMA LLAND (HANTS) 

VIC 20 COMPILATIONS 

Message to owners; DON’T THROW IT AWAY! 

VIVA VIC, a collection of eight LLAMASOFT games for the VIC 20 
is now ready. 

The contents range through ABDUCTOR and GRIDRUNNER, to 
• METAGALACTIC LLAMAS and the amazingly fast HELLGATE. Many of 
the games are not available now commercially, and we feel we are 
doing everyone a favour, including ourselves, by publishing them in 
this form. The package includes Jeff’s historical comments and 
comprehensive instructions. 

GREAT VALUE AT £6.50 (tape) 



YAK s PROGRESS: A fascinating collection of Jeff's work for the '64 
illustrating the development of the Llamasoftgame style. Including such classics 
as MATRIX, REVENGE OF THE MUTANT CAMELS, SHEEP IN SPACE and 
ANCIPITAL - eight games in all - great value both in cash and entertainment 



. CBM 64 COMING SOON 

IRIDIS ALPHA, is an all-out-megablasing-shoot-'em-up - but with an ‘ 
important difference - it’s far from mindless! 

The key is energy - lose too much through collision and you die; gain too much 
in the heat of battle and you die also! Gather energy and take it to the KOR you 
may need it later... fill the KOR completely for bonus and access to phase 2 of 



FEATURES: 

Nifty B i directional scroll 

Really good looking droid 

Lots of killing, but plenty to think about 

5 planets, 20 levels per planet 

Nice complicated control system 

MEGABLASTABLE!! A BLAST WITH CLASS! 



COLOURSPACE 

Our unique light synthesiser COLOURSPACE is now available for 
*BBC B £7.95 (tai 

•ATARI 8-bit, 48k machines £7 50 (tai 

• ATARI ST £1 9.95 (di! 

COLOURSPACE allows the user to create, interactively, dyn 
displays of infinite, colourful variety. Do it to music - your eyes wc 



•••a 



LLAMASOFT 





by Andrew Clarke 
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14 POKE53280 , 0 :P0KE53281 ,5 :PR1NT" (CLR) " 
16 GOSUB150 
18 BA-0:SC-0:FL=5 

20 PRINT" ( CLR) " : V-53248 : GOSUB900 : POKEV+3 
3,5 

21 FORT-0TO39 : POKE1 184+T, 67 : POKE1984+T , 6 
7 

22 P0KE1184+T+54272 , 1 : POKE1984+T+54272 , 1 
:NEXT 

23 F0RT-V+39T0V+45 : POKET. 0 : NEXT 

24 P0KEV+28,63:P0KEV+1, 150 
26 POKE2040 , 248 : POKE2041 , 240 
28 POKE2042 , 244 : POKE2043 , 244 
30 POKE2044 , 246 : POKE2045 , 246 

32 POKE2046 ,255 : POKEV . 200 : POKEV+13 . 150 

34 POKEV+3 ,150: POKEV+5 ,90: POKEV+7 . 9 0 

35 POKEV +9 , 220 : POKEV+11 , 220 : X1=0 : X6-80 

36 X2=INT( (255-170) *RND (1) ) +170 

37 X3-INT( (150-80) *RND(1)) +80 
30 X4-INT( (150-80) *RND(1) ) +80 

39 X5=INT( (255-170) *RND(1)) +170 

40 GOSUB920 : S-240 :Q-1 

42 POKEV+2, XI : POKEV+4, X2 : POKEV+6 , X3 
44 POKEV+8 , X4 : POKEV+IO , X5 : POKEV+12 . X6 
46 POKEV+2 1, 63: PRINT" (HOME) (WHT) PUSH STI 
CK UP OR DOWN FOR DIRECTION" 

48 JS-PEEK (56320) : IFJS=126THENA=70 :B — 6: 
G0T054 

50 IFJS-125THENA-250:B-6:GOTO54 
52 G0T048 

54 BA-BA+1 : PRINT" (HOME) (WHT) BALL N0.";BA 
: " (LEFT) (RVS) PRESS FIRE (OFF) 

56 IFPEEK (56320) 0111THEN56 
58 PRINT" (HOME) (RGHT) (RGHT) (RGHT) (RGHT) ( 
RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT 
) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) 

" :GOSUB700 

60 Xl-Xl+4 : IFX1 >78THENPOKE2041 , 243 : POKEH 
F+7, 0 :G0T068 

61 GOSUB730 

62 S=S+Q : IFS >242THENS-241 : Q — Q 
64 IFS< 240THENS-241 :Q — Q 

66 POKEV+2 . XI : POKE2041 , S : POKEHF+7 , 0 : FORT 

- 1T01 0 0 : NEXT : G0T06 0 

68 J-248 :K-0 : P0KEV+21 , 127 :P0KEV+30 . 0 

70 X6-X6+BS : IFX6>220THEN : CAS “"BOWLED! ! ": 

GOTOSOO 

72 POKE2040 . J : POKEV+12 . X6 : JS-PEEK (56320) 
74 IFJS-111AND (X6<200ANDX6 >175) THEN400 
76 IF JS-1 1 1 AND ( X6 >2000RX6< 1 75 ) THENK- 1 
78 IFK-1THENJ-J+1: IFJ>254THENJ-248:K=0 
80 FORT- 1T05 0 : NEXT : GOTO70 
100 POKE53281 , 0 : POKE53280 , 0 : 

102 PRINT" (CLR) (HOME) (DOWN) (DOWN) (DOWN) ( 
DOWN) (DOWN) (DOWN) (DOWN) (DOWN) " 

104 PRINT" (WHT) (RGHT) (RGHT) (RGHT) (RGHT) ( 
RVS)r T 1 

106 PRINT" (RGHT) (RGHT) (RGHT) (RGHT) (RVS) 

108 PRINT" (RGHT) (RGHT) (RGHT) (RGHT) (RVS) 
(OFF) (RVS)*- ''(OFF) (RVS) (OFF) ( 

RVS)r "'(OFF) (RVS) (OFF) (RVS)r (OFF) (R 
VS)r Y (OFF) (RVS) 

110 PRINT" (RGHT) (RGHT) (RGHT) (RGHT) (RVS) 
(OFF) (RVS) (OFF) (RVS) (OFF) (RVS 

) (OFF) (RVS) (OFF) (RVS) r (OFF)r (R 
VS) (OFF) (RVS) " 

112 PRINT" (RGHT) (RGHT) (RGHT) (RGHT) (RVS) 
(OFF) (RVS) (OFF)*" (RVS) (OFF) ( 

RVS) (OFF) (RVS) (OFF)r (RVS) ''(OFF) 
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(RVS) " 

114 PRINT" (RGHT) (RGHT) (RGHT) (RGHT) (RVS) 
(OFF) (RVS) ’•(OFF) (RVS) (OFF) ( 

RVS) (OFF) (RVS) ''(OFF) (RVS) (OFF) V 
(RVS) " 

116 PRINT" (RGHT) (RGHT) (RGHT) (RGHT) (RVS) 
(OFF) (RVS) (OFF)'' (RVS) ■'(OFF) (RVS 

) (OFF) (RVS) (OFF) (RVS) (OFF)-'(RVS) 

' (OFF) (RVS) (OFF) (RVS) " 

118 PRINT" (RGHT) (RGHT) (RGHT) (RGHT)"'(RVS) 
(OFF)r (RVS) (OFF) ''(RVS) (OFF) (RVS) 
(OFF) ''(RVS) (OFF ) V (RVS) (OFF) ''(RVS 
) (OFF) ''(RVS) (OFF)*’’ (RVS) " 

120 PRINT" (DOWN) (DOWN) (RGHT) (R GHT) (RGHT) 

122 PRINT" (RGHT) (RGHT) (RGHT) 

(LRED) WRITTEN BY (YEL) (C) (WHT) I " 

124 PRINT" (RGHT) (RGHT) (RGHT) I I I I I I I I 

126 PRINT" (RGHT) (RGHT) (RGHT) \ 

(LBLU) ANDREW (LGRN) CLARKE (YEL) 1986 (WHT) 

128 PRINT* (RGHT) (RGHT) (RGHT) 



130 PRII)T" (WHT) (HOME) (DOWN) (RGHT) (RGHT) ( 

RGHT) (RGHT) (RGHT) (RGHT) 

132 PRINT" (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) 
(RGHT)' III « " 

134 PRINT" (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) 
(RGHT) , III 

136 PRINT" (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) 
(RGHT) I I l_ 

138 PRINT" (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) 
(RGHT) \ III x 

140 PRINT" (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) 
(RGHT) X x •• 

142 PRINT" (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) 

(RGHT) " 

144 RETURN 

150 V-53248 :X-1:B-240:Q=1 

152 POKEV , 200 :POKEV+l . 150 : POKEV+3 , 150 

153 POKEV+5, 150: POKEV+4. 80 

154 POKE2040 . 248 : P0KE2041 . B : POKE2042 , 255 
156 POKEV+28 , 3 : POKEV+39 . 0 : POKEV+40 . 0 
158 POKEV+38 ,10: POKEV +37 , 1 : POKEV+21 , 3 
160 GOSUB900 : GOSUB200 

162 X— X+4 : IFX>78THENP0KE2041 , 243 :G0T0172 

164 B-B+Q: IFB>242THENQ— Q:B-241 

166 I FB< 240THENQ— Q : B-241 

168 POKEV+2. X:POKE2041.B:GOSUB2 16 

170 FORT-ITOIOO :NEXT : G0T0162 

172 X-80: POKEV+21. 7 :POKEV+41,0 

174 GOSUB216 : X-X+8 : IFX>167THEN178 

176 POKEV+4 . X : FORT-ITOIOO : NEXT : GOTO 174 

178 FORS-249TO251 :POKE2040 , S: X-X+8 

180 GOSUB216 : POKEV+4 . X:FORT-1T050 :NEXTT. 
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s 

182 Y-150:S=252 

184 Y=Y-6 : IFY< 0THEN150 

186 GOSUB216 : S=S+1 : IFS< 255THENPOKE2040 , S 
1 88 POKEV+5 , Y : F0RT-1T01 00 : NEXT : G0T0184 
200 PRINT" (HOME) (DOWN) (DOWN) (RGHT) (RGHT) 
(RGHT) (BLK) WELCOME TO (WHT) CRICKET" 

202 PRINT" (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) 
(RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGH 
T) (RGHT) (RGHT) " 

204 PRINT" (DOWN) (RGHT) (RGHT) (RGHT) (BLK) A 
GAME FOR THE (WHT) COMMODORE 64" 

206 PRINT" (RGHT) (RGHT) (RGHT) (BLK) WRITTEN 
BY (WHT) ANDREW CLARKE" 

208 PRINT" (RGHT) (RGHT) (RGHT) (BLK) FOR USE 
WITH (WHT) A JOYSTICK" 

210 PRINT" (RGHT) (RGHT) (RGHT) (BLK) INSERT 
IN (WHT) PORT TWO" 

212 PRINT" (DOWN) (DOWN) (DOWN) (DOWN) (DOWN) 
(DOWN) (DOWN) (DOWN) (DOWN) (DOWN) (RGHT) (RGH 
T) (RGHT) (WHT) INSTRUCTIONS (BLK) MOVE ST 
ICK" 

214 PRINT" (RGHT) (RGHT) (RGHT) (WHT) TO PLAY 
NOW (BLK) PRESS 1 FIRE • " : RETURN 

216 JS-PEEK (56320) : IFJS-127THENRETURN 
218 IFJS=lllTHENPOKEV+21 , 0 :G0T0252 
220 POKE53281 . 2 : PRINT" (CLR) (BLK) (HOME) (D 
OWN) (RGHT) (RGHT) (WHT) INSTRUCTIONS: (DOWN) 
(DOWN) " : POKEV+21 , 0 

222 PRINT" (RGHT) (RGHT) (RGHT) (RGHT) (YEL)W 
HEN (LRED) THE GAME STARTS YOU WILL FIND" 
224 PRINT" (RGHT) (RGHT) (RGHT) (RGHT) THAT Y 
OU ARE THE (WHT) BATSMAN. (DOWN) " 

226 PRINT" (RGHT) (RGHT) (RGHT) (RGHT) (YEL)L 
IKE (LRED) ALL (WHT) BATSMEN (LRED) YOU MUS 
T DECIDE" 

228 PRINT" (RGHT) (RGHT) (RGHT) (RGHT) WHICH 
WAY YOU WILL HIT THE BALL." 

230 PRINT" (RGHT) (RGHT) (RGHT) (RGHT) (YEL) I 
N (LRED) THIS CASE (WHT) UP OR DOWN (LRED) 
THE SCREEN. " 

232 PRINT" (RGHT) (RGHT) (RGHT) (RGHT) (WHT)M 
OVE THE STICK (LRED) ACCORDINGLY TO" 

234 PRINT" (RGHT) (RGHT) (RGHT) (RGHT) CHOOSE 
. (DOWN) " 

236 PRINT" (RGHT) (RGHT) (RGHT) (RGHT) (YEL) P 
RESS (WHT) FIRE(LRED) FOR THE FIRST BALL 
AND" 

238 PRINT" (RGHT) (RGHT) (RGHT) (RGHT) (YEL) P 
RESS (LRED) IT AGAIN TO HIT THE BALL." 

240 PRINT" (RGHT) (RGHT) (RGHT) (RGHT) (YEL)T 
HEN (WHT) STEER THE BALL (LRED) PAST THE" 
242 PRINT" (RGHT) (RGHT) (RGHT) (RGHT) WAITIN 
G FIELDERS. (DOWN) " 

244 PRINT" (RGHT) (RGHT) (RGHT) (RGHT) (WHT) F 
AILURE (YEL) TO HIT THE BALL OR BEAT THE" 
246 PRINT" (RGHT) (RGHT) (RGHT) ( RGHT) F I ELDE 
RS MEANS (WHT) INSTANT DISMISSAL." 

248 PRINT" (DOWN) (DOWN) (RGHT) (RGHT) (RGHT) 
(RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGH 
T) (RGHT) (RGHT) PRESS (RVS)FIRE" 

250 IFPEEK (56320X >111THEN250 
252 PRINT" (CLR) " :POKE53281 ,5 :CLR 
254 PRINT" (DOWN) (DOWN) (DOWN) (DOWN) (RGHT) 
(RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (WHT) FIELD 
ER SPEED" 

256 PRINT" (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) 
(RGHT) (BLK) (DOWN) (DOWN) " 



258 PRINT" (RGHT) (RGHT) (RGHT) (LGRN) EASY 
YEL) (1-4) " 

260 PRINT" (RGHT) (RGHT) (RGHT) (LGRN) HARD 
YEL) (5-7) " . 

262 PRINT" (RGHT) (RGHT) (RGHT) (LGRN) MAD 
YEL) (8-10) " 

264 INPUT" (DOWN) (DOWN) (RGHT) (RGHT) (RGHT) 
(RGHT) (1-10) (WHT) ";FS 
266 IFFS>10ORFS< 1THEN252 
268 PRINT" (CLR) (DOWN) (DOWN) (DOWN) (DOWN) 
RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (WHT) 
BOWLER SPEED" 

270 PRINT" (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) 
(RGHT) (BLK) (DOWN) (DOWN) " 

272 PRINT" (RGHT) (RGHT) (RGHT) (LGRN) EASY 
YEL) (5-10) " 

274 PRINT" (RGHT) (RGHT) (RGHT) (LGRN) HARD 
YEL) (11-15) " 

276 PRINT" (RGHT) (RGHT) (RGHT) (LGRN) MAD ( 
YEL) (16-20) " 

278 INPUT" (DOWN) (DOWN) (RGHT) (RGHT) (RGHT) | 
(RGHT) (5-20) (WHT) ";BS 
280 I FBS >200RBS< 5THEN26S 
298 G0T018 

400 IFX6< 192THENX6-X6+8 : POKEV+12.X6 
402 IFJ< 255 ANDNOTJ-254THENJ-J+1 : POKE2040 



404 FORT-ITOIOO : NEXT : IFX6< 192THEN400 
410 GOSUB732 : POKEV+30. 0 :FORY=150TOASTEPB 
: POKEV+13 , Y : POKEHF+7 . 0 

412 IFJ< 255ANDNOTJ-254THENJ-J+1 :POKE2040 
.J 

414 I FX2 >X6THENX2=X2-FS 

416 IFX2< X6THENX2-X2+FS : IFX2 >255THENX2-2 

55 

418 IFX3 >X6THENX3 _ X3-FS 

420 IFX3< X6THENX3-X3+FS : I FX3 >255THENX3"2 

55 

422 I FX4 >X6THENX4 _ X4-FS 

424 IFX4< X6THENX4-X4+FS : I FX4 >255THENX4-2 

55 

426 IFX5 >X6THENX5 _ X5-FS 

428 IFX5<X6THENX5=X5+FS: IFX5 >255THENX5-2 

55 

430 JS-PEEK (56320) 

432 IFJS-119THENX6=X6+7: IFX6 >255THENX6-2 
55 

434 IFJS-123THENX6-X6-7 

436 IF(Y<1300RY>200) AND (PEEK (V+30) AND64) 

-64THENCA$= "CAUGHT! ! ":GOT0500 

438 POKEV+4. X2 : POKEV+6 . X3 : POKEV+8, X4 : POK 

EV+10 . X5 :POKEV+12 . X6 :NEXT 

440 GOSUB550 : PRINT" (HOME) (BLK) SCORE 

D : (WHT) " : CS 

442 FORT-ITOIOOO -.NEXT : POKEV+21 , 1 : GOTO20 

499 END 

500 GOSUB600 : V=53248 : POKEV+21 , 0 :FL-=FL-1 
502 PRINT" (CLR) (DOWN) (DOWN) (DOWN) (DOWN) ( 
DOWN) (RGHT) (RGHT) (RGHT) (RGHT) (WHT)HOWZAT 



504 PRINT" (DOWN) (DOWN) (DOWN) (RGHT) (RGHT) 
(RGHT) (RGHT) (BLK) REASON FOR DISMISSAL (W 
HT) — " ; CAS 

506 PRINT" (DOWN) (DOWN) (LGRN) (RGHT) (RGHT) 
(RGHT) (RGHT) WITH (WHT)";BA; M (LGRN) BALLS 
YOU SCORED (WHT) SC : FORT- 1T0100 : NEXT 

507 IFFL>0THENFORT _ lTO2000 : NEXT : GOTO20 

508 GOSUB520 :ERINT“ (LGRN) (RGHT) (RGHT) (RG 
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HT) ( RGHT) YOUR RATI NG : (WHT) " ; A$ : FORT-lTOl 
000: NEXT 

510 PRINT" (DOWN) (DOWN) (RGHT) (RGHT) (RGHT) 
(RGHT) (BLK) CARE FOR ANOTHER GO?" 

512 PRINT" (DOWN) (RGHT) (RGHT) (RGHT) (RGHT) 
PRESS (WHT) FIRE (BLK) FOR (WHT) YES" 

514 PRINT" (DOWN) (RGHT) (RGHT) (RGHT) (RGHT) 
MOVE STICK (BLK) FOR (WHT) NO" 

516 JS=PEEK(56320) : IFJS-127THEN516 

518 IFJS-111THENRUN14 

519 SYS64738 

520 I FSC=OTHENA$- "PATHETIC! ! ! " tRETURN 
522 IFINT(SC/BA)=1THENA$-"A REALLY SILLY 

MID ON! " : RETURN 

524 IFINT(SC/BA)-2THENA$-"NOT BAD!!!":RE 
TURN 

526 IFINT(SC/BA) -3THENA$= "HELLO BOTHAM!! 
" : RETURN 



528 IFINTISC/BA) -4THENA$-"ARE YOU AN AUS 
SIE??": RETURN 

530 IFINT(SC/BA)->5THENA$="ARE YOU AN MC 
C MEMBER? ?": RETURN 
538 RETURN 

550 CS=TNT(RND(1) *6) +1 
552 SC-SC+CS:GOSUB720 tRETURN 
600 POKE2041 , 247 : POKE2044 , 247 
602 POKE2045 , 247 : POKE2042 . 245 
604 POKE2043 . 245 
606 PRINT" (HOME) " : 



610 PRINT 

a • 

612 PRINT 



aaaa 



• aaa 



614 PRINT 
616 PRINT 



••••a • 

• a aaaa 



618 GOSUB710 : FORT-ITOIOOO :NEXT : RETURN 

700 F0RC-54272T054296 t POKEC. 0 tNEXT 

702 VO=54296 : AT=54277 : WA=54276 

704 HF-54273:SU-54278 

706 POKEAT . 32 : POKESU . 255 : POKEWA . 33 

708 POKEAT+7 . 32 : POKESU+7 , 255 : POKEWA+7 . 12 

9 tRETURN 







/'/// 



710 GOSUB700 : POKEVO , 15 

712 FORT-lOOTOOSTEP-l 

714 POKEHF . T : POKEHF+7 , T : NEXT 

716 F0RC-54272T054296 : POKEC , 0 tNEXT 

718 RETURN 

720 GOSUB700 : POKEVO . 15 

722 FORT-OTOIOO 

724 POKEHF. T: POKEHF +7, T tNEXT 

726 F0RC=54272T054296 : POKEC. 0 tNEXT 

728 RETURN 

730 POKEVO. 15: POKEHF+7, 5 tRETURN 
732 POKEVO, 15: POKEHF+7. 10 tRETURN 
900 PRINT" (HOME) (DOWN) (DOWN) (DOWN) (DOWN) 
(DOWN) (DOWN) (DOWN) (DOWN) (DOWN) (DOWN) (DOW 
N) (DOWN) (WHT) " 

902 PRINT" (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) 

(RGHT) I ||_" 

904 PRINT" (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) 
(RGHT) /\s / | \/" 

906 PRINT" (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) 
(RGHT) / ✓ ✓ / " 

908 PRINT" (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) 

(RGHT) ~ — " 

910 RETURN 

920 PRINT" (HOME) (DOWN) (RGHT) (RGHT) (RGHT) 
(RGHT) (RGHT) (LGRN) RUNS : (WHT) " ; SC 
922 PRINT" (HOME) (DOWN) (DOWN) (RGHT) (RGHT) 
(RGHT) (RGHT) (RGHT) ( LGRN) BATSMEN t (WHT) ";F 
L : RETURN 

30000 REM’ * * * BOWLER # 1 

30001 DATAO. 0,0, 0,168. 0.0 

30002 DATA172, 0,0, 188.0,40,252 

30003 DATAO. 47. 48, 0.3, 212.0 

30004 DATAO, 244. 0,0. 84, 0.0 

30005 DATA87. 0,0,87. 192 ,0.84 

30006 DATA240. 0,168, 0,0. 84,0 

30007 DATAO, 85, 0,1, 69. 64, 37 

30008 DATA1 ,64,36,0,64.32,0 

30009 DATA64. 0.0. 160. 0,0,0 

30010 REM* ” " BOWLER # 2 

30011 DATAO. 0.0. 0.168. 0,0 

30012 DATA172, 0.0. 188. 0,40. 252 

30013 DATAO. 47, 48, 0.3. 212.0 

30014 DATAO. 244, 0.0, 84. 0,0 

30015 DATA84 .0.0,87.0.0.87 

30016 DATA192, 0,168, 0,0. 84,0 

30017 DATAO. 84, 0,0, 85. 0.0 

30018 DATA17 .0,0.149,0,0, 148 

30019 DATAO, 0.132, 0.0. 10,0 

30020 REM* * * ’BOWLER # 3 

30021 DATAO. 0.0. 0.168, 0,0 

30022 DATA172. 0,0. 188, 0.40, 252 

30023 DATAO. 47. 48, 0.3, 212.0 

30024 DATAO. 244. 0.0. 84, 0.0 

30025 DATA87 .0.0.87, 192 , 0 . 84 

30026 DATA240, 0.168, 0,0, 84.0 

30027 DATAO. 84. 0.36, 84. 0.37 
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30028 

30029 

30030 

30031 

30032 

30033 

30034 

30035 

30036 

30037 

30038 

30039 

30040 

30041 

30042 

30043 

30044 

30045 

30046 

30047 

30048 

30049 

30050 

30051 

30052 

30053 

30054 

30055 

30056 

30057 

30058 

30059 

30060 

30061 

30062 

30063 

30064 

30065 

30066 

30067 

30068 

30069 

30070 

30071 

30072 

30073 

30074 

30075 

30076 

30077 

30078 

30079 

30100 

30101 

30102 

30103 

30104 

30105 



DATA84. 0.33, 5. 0,0,1 
DATA64. 0.0. 160. 0.0,0 
REM* * * * BOWLER # 4 
DATAO. 0,0. 0,168. 0.0 
DATA172 .0.0.188.0,0, 252 
DATA192. 0,51. 192. 0.95.0 
DATAO. 124. 0.0. 84, 0.3 
DATA84 .0.15.84.0,60.84 
DATAO ,0,168.0.36,84,0 
DATA37 .84,0.33,80.0.0 
DATA16 ,0,0,16,0,0,16 
DATAO. 0.16, 0.0. 40.0 
REM*** ‘FIELDER ♦ 1 
DATAO .0.0. 0.0. 0.0 
DATAO. 0,0. 0.0, 0,168 
DATAO .0.184.0,0.252.0 
DATAO. 252, 0.0, 48. 0,0 
DATA84 .0.3.87.0,15,87 
DATA192 ,60.84.240,0,84,0 
DATAO. 168. 0.0, 84. 0.0 
DATA68, 0,0,68,0,0,68 
DATAO, 0,68, 0.2, 138.0 
REM* * * * FIELDER # 2 
DATAO ,0,0, 0,0, 0,0 
DATAO, 0,0, 0,0, 0,168 
DATAO. 0.184. 0,12, 252, 192 
DATA12. 252,192.12.48,192, 15 
DATA87 , 192 .3.87,0.0.84 
DATAO, 0.84,0,0,84.0 
DATAO, 168, 0.0, 84, 0,0 
DATA68, 0,0,68,0,0,68 
DATAO. 0,68, 0,2, 138,0 
REM*** ‘FIELDER # 3 
DATAO. 168. 0,0, 168. 0.0 
DATA168 .0,0,168,0,0,32 
DATAO, 0,84, 0,3, 87,0 
DATA15 .87,192,60.84,240,240 
DATA84.60, 0,84.0.0,168 
DATAO, 0.84, 0,0, 84.0 
DATAO, 68. 0,0. 68, 0.0 
DATA68 .0,0,68,0,0,68 
DATAO. 0,68, 0,2, 138.0 
REM*** ‘FIELDER # 4 
DATAO, 168. 0.0. 168. 0,0 
DATA168, 0,240.168.60.60,32 
DATA240 ,15,87,192,3,87,0 
DATAO, 84, 0,0, 84. 0,0 
DATA84 .0,0.84,0,0,168 
DATAO ,0,84.0,0,84.0 
DATAO. 68. 0.0. 68, 0,0 
DATA68. 0,0,68,0,0,68 
DATAO, 0,68, 0,2, 138,0 
REM***** BATSMAN #1 
DATAO, 42, 0.0, 58, 0,0 
DATA62 , 0,0,63,0,0,12 
DATAO, 0.21, 0,0, 213, 192 
DATAO ,213,192,0, 247 ,192,0 
DATA55 ,0,0,63,0.0,29 
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30106 DATAO, 0,25, 0,0, 25,0 

30107 DATAO, 25. 0,0, 25, 0,0 

30108 DATA25 ,0,0,25,0,0,25 

30109 DATAO, 0,25, 0.0, 170. 128 

30110 REM***** BATSMAN #2 

30111 DATAO. 42, 0,0. 58, 0.0 

30112 DATA62, 0 ,0,63,0,0,12 

30113 DATAO. 0,21, 0.0, 213, 192 

30114 DATAO, 215, 192, 0,215, 0,0 

30115 DATA247 ,0,0,63,0,0,29 

30116 DATAO, 0,41, 0,0, 161,0 

30117 DATA2, 145, 0,10, 17.0,40 

30118 DATA17, 0,0,17,0, 0,17 

30119 DATAO, 0.17, 0.0, 162, 128 

30120 REM***** BATSMAN #3 

30121 DATAO. 42, 0,0, 58, 0,0 

30122 DATA6 2,0,0,63,0,0,12 

30123 DATAO, 0,21, 0,0, 215,0 

30124 DATAO, 215, 0,0, 215. 0,0 

30125 DATA223, 0,0, 253. 0,170, 181 

30126 DATAO, 0,21, 0,0, 17,0 

30127 DATAO, 17, 0,0, 17, 0,0 

30128 DATA17, 0,0,17.0,0,17 

30129 DATAO, 0,17, 0,0, 162, 128 

30130 REM***** BATSMAN #4 

30131 DATAO, 42, 0,0, 42, 0,0 

30132 DATA58 , 0, 0,62,0,0,12 

30133 DATAO, 0,21, 0,32, 29,0 

30134 DATA40 ,29,0,10,221,0,2 

30135 DATA189 ,0,0,181,0,0,53 

30136 DATAO, 0,21, 0,0, 17,0 

30137 DATAO, 17, 0,0, 17, 0,0 

30138 DATA17, 0, 0, 17,0.0,17 

30139 DATAO. 0,17, 0,0, 162, 128 

30140 REM***** BATSMAN #5 

30141 DATA2 ,42,0,2,42,0,2 

30142 DATA42, 0,2,58, 0.2, 12 

30143 DATAO, 2, 21, 0,2, 221,0 

30144 DATA2 ,61,0,2, 245 ,0,3 

30145 DATA213. 0,0,21,0,0,21 

30146 DATAO. 0,21, 0,0, 17,0 

30147 DATAO. 17, 0.0, 17, 0,0 

30148 DATA17, 0,0,17,0,0,17 

30149 DATAO, 0,17, 0,0, 162, 128 

30150 REM***** BATSMAN #6 

30151 DATAO. 42, 0.0. 42, 0,0 

30152 DATA42 ,0.0,42,0,0,8 

30153 DATAO, 0,21. 0,0, 213. 192 

30154 DATAO. 213, 192, 0,213, 192,0 

30155 DATA21 ,0,0.21,0,0,21 

30156 DATAO, 0.21, 0,0, 17,0 

30157 DATAO, 17, 0,0, 17, 0,0 

30158 DATA17, 0 ,0,17,0,0,17 

30159 DATAO, 0,17, 0,0. 162. 128 

30160 REM***** BATSMAN #7 

30161 DATAO, 42. 0,0, 42, 0,0 

30162 DATA42 ,10,0,42,40,0.8 

30163 DATA160. 0,21, 128,0,213, 192 

30164 DATAO, 213, 192, 0,21, 192,0 

30165 DATA21 ,0,0,21.0,0,21 

30166 DATAO, 0,21, 0,0, 17,0 

30167 DATAO, 17, 0,0, 17, 0,0 

30168 DATA17 ,0,0,17,0,0.17 

30169 DATAO. 0,17, 0,0, 162, 128 

30170 REM***** BALL 

30171 DATAO .224,0.0,224,0,0,224.0 



READY. 




LIST 

10 REM Alphabet Chase 
20 REM By W.Prew 
30 REM Jan. 85 
40 : 

50 ON ERROR VDU22 , 6 s PRINT '' j : REPEAT: P 
RINT" Error at line : “j ERL: END 
60 DIM place (37,25) 

70 PROCenvelope 
80 REPEAT 
90 over=FALSE 
100 next=FALSE 
110 key=TRUE : 1 evel = 1 
120 MODE7: VDU23; 10,32; 0; 0; 0; 

130 PROCinst 
140 REPEAT 
150 PROCsetup 
160 PROCplay 
170 IF next PROCad vance 
180 UNTIL over 
190 UNTIL FALSE 
200 : 

210 DEFPROCsetup 
220 IF level=l CLS 

230 PR I NTTAB < 9 , 1 > CHR* 1 4 1 CHR* 1 47 " LETTER 
COLLECTOR" 

240 PR I NTT AB ( 9 , 2 ) CHR* 1 4 1 CHR* 1 47 " LETTER 
COLLECTOR" 

250 PR I NTT AB ( 2 , 3 > CHR* 130" LETTERS : “ 5 " " 
5 TAB (15,3) CHR*133"TIME: " 

260 PRINTTAB (28,3) CHR* 130 "LEVEL: “ 

270 IF level^l PROCboundary 




280 IF 1 evel >1 PRINTTAB (xco, yco) " " 

290 FOR xco=0 TO 37 
300 FOR yco=0 TO 19 
310 place(xco,yco>°'0 
320 NEXT, 

330 FOR char=65 TO 90 
340 REPEAT 

350 X=RND (33) +2: Y=RND ( 14) +6 
360 UNTIL place(X,Y)=0 
370 place(X,Y>~char 
380 PR I NTT AB ( X , Y > CHR*char 
390 NEXT 

400 xcol=0:ycol=0:xco=2:yco=5 
410 score=0:time=1100-100*level 
420 PRINTTAB (xco, yco) "#"CHR*136CHR*131 
'READY " CHR* 1 37CHR* 1 34 
430 PROCwait (5000) 

440 PRINTTAB (3,5) SPC <7> 

450 PROCwait (2000) 

460 ENDPROC 
470 : 

480 DEFPROCplay 
490 PROCread 
500 REPEAT: REPEAT 
510 PROCwait (L) 

520 PROCmusic 
530 PROCduring 

540 IF key PROCkeyboard ELSE PRQCjoyst 
.ck 

550 PRINTTAB (xco, yco) ; " “ 

560 IFxco< 3THENxcol=l 
570 IFyco>20THENycol=-l 
580 IFxco>36THENxcol=— 1 
590 IFyco<6THENycol=l 
600 xco=xco+xcol 
610 yco=yco+ycol 
620 PRINTTAB (xco, yco) 

630 time=time-l 

640 IF time=0 THEN PROChit 

650 IF place (xco, yco)=no THEN PROCgot 

660 PRINTTAB (21,3) CHR*133j time; CHR* 130 

670 PRINTTAB (11, 3) CHR*130; score 

680 PRINTTAB (35, 3) CHR*130j 1 evel 

690 IF pi ace (xco, yco) <>0 PROChit 

700 UNTIL next OR over OR place(xco,yc 
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LEOEL: 2 



LETTERS 



LETTER COLLECTOR 

OS TIME: 893 








X 



710 UNTIL next OR over 
720 ENDPROC 
730 s 

740 DEFPROCread 
750 RESTORE2060 
760 READno 
770 RESTORE 1990 
780 ENDPROC 
790 : 

800 DEFPROCwait (delay) 

810 FOR 1=0 TO delay 
820 NEXT 
830 ENDPROC 
840 : 

850 DEFPROCgot 

860 SOUND& 11,1,1,4 

870 score=score+l 

880 place(xco,yco)=0:no=no+l 

890 IF score=26 THEN next=TRUE 

900 ENDPROC 

910 : 

920 DEFPROChit 



930 over=TRUE 

940 FOR sound=55 TO 35STEP-1 
950 SOUNDS, -15, sound, 1 
960 NEXTsound 

970 IF time=0 PRINTTAB (3,23) CHRS130CHR 
S136"You ran out of time !" 

980 IF time>0 PRINTTAB(3,23)CHR*130CHR 
S136"You ran over the wrong letter!" 

990 IF time>0 PRINTTAB(4,5)CHR*131"You 
should have run over ' "CHRS1365 CHRSnojC 
HRS 137 

1000 PROCwait( 10000) 

1010 PR I NTTAB ( 3 , 23 > CHRS 1 3 1 CHRS1 36 "Press 
the SPACEBAR to replay." 

1020 REPE ATUNT I L8ET =32 
1030 ENDPROC 
1040 : 

1050 DEFPROCad vance 
1060 next=FALSE 
1070 IF L>1 L-L-l 
1080 FOR sound-35 TO 55 
1090 S0UND3, -15, sound, 1 
1100 NEXTsound 
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BOLTS 11 
EHERGV 350 



10REM Mechanic ’Mike’ 

20REM By William Prew. 

30REM April 1984. 

60: 

70IF PAGE=8<1900 PRINT 'DOWNLOAD TO 

&E00" : END 

80DIMgb7.( 18,23) ,goZ <2, 1 > ,sc7.<8> ,entri 
es 130 

90PROCdeiine 
1 00MODE7 : PROCi nst 
1 10MODE2: VDU23i 8202; 0; 0; 0; 

120PROCchrs 

130: 

1 40REPEAT 

150bump=FALSE 

160MODE2: VDU23; 8202; 0; 0; 0; 

170PROCgr_print 

180PROCinitialise 

190PROCset_up 

200PROCmusi c 

210PROCman 

220 I Fb ump =FALSEPROCb ump 
230MODE7 : PROChal 1 
240UNT 1 LF ALSE 



250: 

260DEFPROCwai t (A) 

270FOR1 oop=l TOA : NEXT 

2B0ENDPROC 

290: 

300DEFPROCquadocul a 
310pos=RND (4) : cZ=RND (3> — 1 
320IFpos=lANDgbZ<gaZ(cZ,0>-l ,go7. (c7., 1) 

> < >1 PROCpr i nt_quadocul a < go 7. ( c7. , 0 ) - 1 , go7. < 

330IFpos=2ANDgbZ (goZ (cZ,0) +1 ,goZ (cZ, 1 ) 
)< >1 PROCpr int_quadocul a (goZ (cZ,0> +1 ,go7. ( 

3401 Fpos=3 ANDgbZ (goZ(cZ,0),goZ(cZ,l)-l 

> < >1 PROCpr i nt_quadocul a (goZ <cZ,0> , go'/. (cZ 

3501Fpos=4ANDgbZ (goZ (cZ ,0) ,goZ <cZ, 1 > +1 
) < > IPROCpr i nt_quadocul a (goZ ' cZ , 0) OSCHOS 
CLIoZ (cZ, 1 ) +1 ) 

360ENDPROC 

370: 

3B0DEFPROCpr i n t _quadocul a < x , y ) 
390PR1NTTAB (goZ (cZ, 0) ,goZ(cZ, 1) ) ; 
400IFgbZ (goZ (cZ,0) ,goZ (cZ, 1 ) ) =0VDU17,7 
, 1 29ELSEVDU32 





4 1 0goZ ( c Z , 0 ) =x : goZ ( cZ , 1 > =y 
420VDU17,c7.+l ,31 ,go7.(cZ,0) ,goZ(cZ,l> ,1 
31 

430IFgo7. (0,0) =xposZANDgoZ (0, 1 ) =ypos7.PR 
□Cbump : ENDPROC 

440IFga7. ( 1,0) =xpos7.ANDgo7. (1,1) =ypos7.PR 
OCbump: ENDPROC 

450IFgoZ (2,0) =xpos7.ANDgo7. (2, 1 ) =ypos7.PR 
□Cbump 

460ENDPROC 

470: 

4B0DEFPROCscore 

490score=score+l 

500COLOUR3 : PR I NTTAB (6,26) ; score 

510SOUND3,2,54,1 

520gb7. (xposZ , yposZ) =255 

530ENDPROC 

550DEFPROCset_up 

560COLOUR3 : PR I NTTAB (0,26)" BOLTS " ; scor 

570PRINTTAB (0,28) "ENERGY " 

5B0ENDPROC 

590: 

600DEFPROCi n i t i al i se 
6 1 0bump=FALSE 
620score=0: energyZ=400 
630xposZ=9: yposZ=15 
640goZ (0, 0) =10: goZ (0, 1 ) =2 
650go7. ( 1 , 0) =9: go7. < 1 , 1 > =B 
660go7.(2,0)=10:go7.(2,l)=19 
670ENDPROC 
680: 

690DEFPROCdef ine 

700VDU23, 128, 0,24, 60, 66, 78,74,66, 60,0 
710VDU23, 129,0,0,24,60,60,24,0,0 
720VDU23 , 130,0,24,52,60,24,100,70,0 
730VDU23 ,131,24,231,189,255,36, 255 , 1 89 
,231 

740ENVELOPE 1 ,3,0,0,0,0,0,0,126,-1 ,0,-5 
,126,0 

750ENVELOPE2 , 0 , 0 , 12,0,4, 100,4 , 121 ,— 2,— 

1 ,- 1 , 120,0 

760FOR1 Z=0TO7 

770*(entries+lZ*15)="Mechanic Mike. " 
7805C7. (17.) =200-20*17 
790NEXT 
800ENDPROC 
810: 

820DEFPROCenter 
830IFscore<=sc7. (7> ENDPROC 
B40FOR I =7TO0STEP— 1 

850IFscore>sc7. < I ) sc7. ( 1+1 ) =scZ ( I ) : * (ent 
ries+ (I+l)*15) =# (entries+I*15) : F ix=I 
860NEXT 

B70scZ (fix) =5core 

8B0PR1 NTTAB (6,4) CHR# 1 34CHR* 141" Congr at 
ul at ions . “ 

890PR I NTTAB ( 6 , 5 ) CHR* 1 34CHR* 141" Congr at 




990DEFPROChall 

1000PROCenter 

1010CLS 

1 020PR I NTCHR* 1 29CHR* 157TAB (3) CHR* 1 3 1 CHR 
*141 "Mechanic ’Mike’ Hall of Fame" 
1030PRI NTCHR* 1 29CHR* 157TAB (3) CHR* 1 3 1 CHR 
*141"Mechanic 'Mike' Hall of Fame"' 
1040PRI NTCHR* 1 31 CHR* 1 4 1 TAB ( 1 2 ) " TODA Y ' S 
GREATEST" 

1050PRI NTCHR* 1 3 1 CHR* 1 4 1 TAB ( 1 2 > " TOD A Y ’ S 
GREATEST" ’ 

1 060FOR 1 =0TO7 

1 070PR 1 NTT AB ( 2 ) ; : VDUI+49,46; PRINTTAB (6) 

CHR*1 34; sc7. (I ) ; TAB (12)" " ; * ( entri es 

+1*15) ' 

1080NEXT1 

1 090PR I NTTAB (2,23) CHR* 1 34CHR* 1 36 " Press 
the SPACE BAR to replay."; 

1 1 00REPEATUNT I LGET =32 
1 1 10ENDPROC 



1 1 30DEFPROCgr_pr i nt 
1 1 40RESTORE 1 220 
1 1 50FORx wayX=l T024 
1 1 60FORywayX= 1 TO 1 9 
1 1 70RE ADA : gb7. < y way 7.- 1 , x way Z- 1 ) =A 
11801 FA=0COLOUR7 : VDU 1 29ELSEC0L0UR6 : VDU 1 
28 

1190NEXT 

1200PRINT 

1210NEXT 

1 220DAT A 1,1, 1,1, 1,1, 1,1, 1,1, 1,1, 1,1,1, 
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230DATA 1,0, 0,0, 0,0, 0,0, 0,0, 0,0, 0,0,0, 

240DATA 1,0, 1,1, 0,1, 1,1, 0,1, 0,1, 1,1,0, 

, 0, 1 

I50DATA l,0,l,0,0,l,0,l,0,l,0,r, 0,1,0, 

, 0, 1 

I60DATA 1,0, 1,1, 1,1, 0,1, 0,1, 0,1, 0,1,1, 

, 0 , 1 

270DATA 1,0, 0,0, 0,0, 0,1, 0,1, 0,1, 0,0,0, 

0 , 0 , 1 

280DATA 1,0, 1,1, 1,0, 1,1, 0,1, 0,1, 1,0,1, 

1 . 0,1 

290DATA 1,0, 1,0, 1,1, 1,1, 0,1, 0,1, 1,1,1, 

300DATA 1,0, 1,0, 0,0, 0,0, 0,0, 0,0, 0,0,0, 

1 , 0,1 

31 0DATA 1,0, 1,1, 1,1, 1,1, 1,1, 1,1, 1,1,1, 

1,0,1 

320DAT A 1,0, 0,0, 0,0, 0,0, 0,1, 0,0, 0,0,0, 

0 , 0, 1 

1 330DATA 1,0, 1,0, 1,1, 0,1, 0,1, 0,1, 0,1,1, 

. , 0 , 1 

540DATA 1,0, 1,0, 1,1, 0,1, 0,1, 0,1, 0,1,1, 

., 0,1 

550DATA 1,0, 0,0, 0,0, 0,1, 0,1, 0,1, 0,0,0, 

1 , 0,1 

1360DATA 1,0, 1,1, 1,1, 1,1, 0,1, 0,1, 1,1,1, 

1 , 1 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 



, 1 , 1,1 



3 , 0 , 0 , 0 , 1 , 1 , 1 , 0 , 0 , 0 , 0 . 



1 370DATA 1 
1 , 0 , 1 
3B0DATA 1 



90DATA 1 

1400DATA 1,0, 1,1, 1,1, 1,0, 0,0, 0,0,1 

, 1 , 0,1 

1410DATA 1,0, 0,0, 1,0, 1,0, 0,1, 0,0,1 

,1 

1420DATA 1,1, 1,1, 1,0, 1,0, 1,0, 1,0,1 



430DATA 1,0,1,1,0,0,1,0,1,0,1,0,1,Q 

1 , 0, 1 

1 440DATA 1,0,0,0,0,0,0,0,0,0,0,0,0,C 



450DATA 1,1, 1,1, 1,1, 1,1,1,: 



1460ENDPROC 

1470! 

i 81,7,69,1 



53,5 
1490: 

1 500DEFPROCbump 
1510bump=TRUE 
1 520RESTQRE 1 480 
1 530FORmus i c=l TD7 
1540READp , d 
1 550SOUND2 , 1 , p , d 
1560SOUND3, 1 , p— 48. 
1570NEXTrausic 
1 580PROCwai t l 1000C 
1590ENDPROC 
1600: 

161 0DEFPROCmus i c 
1 620RESTORE 1 690 
1 630FQRmusi c= 1 TQ 1 5 
1640READp , d 

1 650SGUND2 , 1 , p ,d: S0UND3. 
1660NEXTmusic 
1670PROCwait (4000) 
1680ENDPRQC 



,53,5,81 ,5, E 




1690DATA129,2, 117,2,101,6,101,1,101,2,1 
01,1,101,2,109,3,117,2, 129,6, 129,1,129,2 
,129,1,129,2,129,1 
1700: 

1710DEFPROCinst 

1 720PR I NT ' T AB ( 9 ) CHR* 1 34CHR* 1 4 1 " Mechani c 
"Mike" “ 

1 730PR I NTTAB ( 9 > CHR$ 1 34CHR* 141" Mechanic 
'Mike" • 

1740PR1NTTAB < 10) CHRS131 "By William Prew 
1 750PR INTTAB<2) 

1760PRINTTAB (2) 

1770PRINTTAB (2) 

1 780F*R I NTT AB ( 2 ) 

1 790PRINTTAB (2) 

1 800PR I NTTAB ( 2 ) 
nding on" 

1 B 1 0PR I NTT AB ( 2 > 

1820PRINTTAB (2) 



tindlii 



Als: 






Z=LEFT X=RIGHT 



1 830PR I NTT AB ( 4 ) " 

/ =DQWN " 

1840PRI NTTAB (2, 18) CHR*134CHR*136"Pre 
the SPACE BAR to play.": 

1 850REPEATUNT I LGET=32 



1870: 

1880DEFPROCchrs 

1890COLOUR3: PRINT '"CHARACTERS:" ' ' 
1900CQLOUR6: VDU128: PRINT" GREASEDRUM" ' 



1 930COLOUR2 :VDU131:PRINT" QUADOCULA ' S " 

1 940PR I NT "PRESS THE SPACEBAR" 

1 950REPEATUNT I LGET =32 

1960ENDPRDC 

1970: 

1 980DEFPROCman 

1 990COLOUR7 

2000REPEAT 

201 0PROCquadocul a 

2020PRINTTAB (xposX.yposX) “ " 

2030IFINKEY (-98) ANDgbX (xposZ-1 , yposX) <> 
xpos7.=xposX-l 

2040 I F I NKEY ( -67 ) ANDgbX <xposX+l, yposX )<> 
xposX=xposX+l 

2050IFINKEY (—105) ANDgbX (xposX,yposX+l ) < 
> 1 yposX=yposX+l 

2060IFINKEY (-73) ANDgbX (xposX,yposX-l) <> 
lyposX=yposX-l 

2070IFgbX (xposX, yposX) =0PROCscoreELSEIF 
gbX ( x posX , yposX ) < >255PR0Cbump 
2080CQLOUR5: PRINTTAB (xposX, yposX) CHRS13 
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AND THEY CALL THEMSEU/ESj Jfff; 

A ADULTS!!! 



Amstrad 



The times they’ve 
left you at home 
because ‘you’re not 
grown up’ or 'not old 
enough to come to the pub’ 
and look what they get up to 
when they get there! Here’s your 
chance to find out what it’s really 
like in those smoke filled haunts 
of adulthood. The opportunity to 
see how good you are at these 
ADULT?? games. 

Why let the mums and dads 
have all the fun. Pub Games can 
be a laugh for everyone. 



ALLIGATA BITES BACK 



a compilation of 

BAR BILLIARDS -DOMINOES 
DARTS -TABLE FOOTBALL 
POKER & PONTOON , 

BAR SKITTLES 

available on 

Commodore 64/128 ■ Spectrum 48K 
Available soon BBC • MSX 
Alligata Software Ud., 1 Orange Street, 
Sheffield SI 4DW. 

Tel: (0742) 755796 



ALLIGATA BITES BACK 



ALLIGATA BITES BACK - ALLIGATA BITES BACK 




(~i — 

48K ATARI GAME FROM 






Fly Sidewinder through a maze of twisting underground caverns, 
past enemy defense systems, dodging lazers and blasting your way 
through layers of floating mines. Your mission is to destroy any 

underground enemy installations and fuel dumps and get 

sidewinder out in one piece. 

Design and save your own screens with ease using Futureware's 
Scrolling Screen Editor £9.95 Cassette £14.95 Disk 
Full range of Atari software available. Please send for list: 

SOFTWARE STORE LTD 
35 LONDON ROAD, 

LONDON SW1 7 
01-685 1476 

PROGRAMMERS REQUIRED 

/ 







ADVENTURE 




leon 
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RAID 



Can you battle singlehandedly against 
the odds to rescue a resistance leader 
captured by the Gestapo? 






t'HIl 
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AMSTRAD 464/664/6128, ATARI 64K, BBC 32K, CBM 64, MSX 64K, SPECTRUM 48/1 28K 




^Moori^ 

Voted 

“BEST ADVENTURE OF THE YEAR" 

Commodore Computing International 
Amstrad Computer User 
Computer and Video Games 



Voted 

"BEST GRAPHICAL ADVENTURE 1985" 



£ 6.95 



Send a large S.A.E. for FREE POSTER and mail order details to: 

Level 9 Computing, P 0 Box 39, Weston Super Mare, Avon, BS24 9UR 






CLASSIFIED DEPT. (CG) A.S.P. Lid., 1 Golden 
Square, London W1. 

CLASSIFIED RATES — 40p private per word. Semi 
display £9 per single column centimetre plus VAT. 
Series rates on application. Please note that all 
.classified advertisements under £20 must be pre- 
paid. All cheques or postal orders to be made 
payable lo A.S.P. Ltd., (P.H.) 

Telephone Duncan Neilson on 01-437-0699 

B K 






'i « , — ^ .T?a text-teaser 
V — world where 
no ’modo has lept before! 
Go on... take a swing at it! 



AMSTRAD 

SPECTRUM 48K COMMODORE 64 

, — N Ocean Software is available from selected branches of 

4®*9 WHSMITH , im i .IUIIH WOOUHORTH LASKYS Rumbelows 

Greens Spectrum Shops and all good software dealers. Trade enquiries welcome. 



Ocean Software Limited 

Ocean House ■ 6 Central Street ■ Manchester • M2 5NS • Telephone 06 1 832 6633 - Telex 669977 Oceans G 




jm[ 


Enjoy the excitement of the world's premier sporting end its Latin American setting 

occasion as the whole of the globe focuses attention on ' famous for its carnivals, the passion 

Cup victory" ' y/1 ® enthusiasm they demonstrate for 


/mxBB&S I) 




momernoiw competition ^ ■ ^ 











sal 





